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Design for Justice Lab
Interdisciplinarity in Times of Virtual Education
Santiago De Francisco Vela, Laura Guzman-Abello and Santiago Pardo Rodríguez
https://doi.org/10.21606/drs_lxd2021.03.242
There is a growing interest in the formation of interdisciplinary competencies focused on issues of
access to justice. The Design for Justice Lab is a bet between the Schools of Law, Design, and
Engineering of Universidad de los Andes to promote challenge-based learning by articulating
knowledge among multiple disciplines. The Lab has had five cohorts, of which two have been in
classroom mode, and three have been in virtual mode due to the COVID-19 pandemic. The following
document presents the opportunities and challenges of developing interdisciplinary courses with
courts, judges, and administrative organizations to improve access to justice in Colombia. We will
present nine projects developed by students, explaining their approach and their proposed solution.
Finally, there will be a reflection on the transition to virtual format and the opportunities this
presents to continue with multimodal, interdisciplinary educational models.

Keywords: design for justice, legal design, access to justice, interdisciplinary, challenge-based
learning, system thinking.

Introduction
The crisis in the administration of justice in Colombia is evident. The country needs new ideas, new ways to
explore solutions to the problem of access to justice. In 2016, the National Planning Department (DNP)
developed a national survey on Legal Needs. The survey results show that access to justice is a systematic
obstacle that impedes the Social Rule of Law development in Colombia (Departamento Nacional de
Planeación, 2017). Moreover, according to the Invamer poll-a bimonthly poll that measures the approval
rating of many public institutions since 200- 80% of citizens disapprove of the Judicial System's work (Invamer,
2021). Access to justice has resulted from a traditional legal approach to a matter so crucial that diverse
disciplines must address it.
Since the COVID-19 health emergency, many of the justice services only operated online, which added a new
barrier for citizens that lack technological infrastructure and accessibility; this became a new challenge for
access to justice in Colombia. The paramount of these situations was to foster new ways of approaching
justice-related problems in Colombia. There are methodological challenges in articulating thinking,
methodologies and work tools, and technological challenges related to IT solutions. There is a use of divergent
thinking, systemic approaches, and user-centric approaches within the different labs. The articulation of all
these visions has presented the opportunity to create training spaces for future professionals from different
disciplines interested in access to justice in Colombia to put their knowledge into practice. Nevertheless, to
develop ways to keep teaching these topics in a virtual setting during the pandemic.
The Design for Justice Lab (DJL) is a joint venture between the Schools of Law, Design, and Engineering of
Universidad de los Andes that integrates design thinking and system dynamics to law school curriculums to
expand access to justice knowledge. Our methodology is based on five elements: (i) real-problem approach.
We address real and concrete issues regarding access to justice. We work directly with institutions and
stakeholders to identify a problem; (ii) a human-centered design approach. We seek to implement a solution
based on a Design Thinking methodology that puts people's experiences in the center. By doing so, we look for
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bottom-up solutions that could be easily replicated as we consider the cultural and economic restrictions of
our interventions; (iii) systems thinking approach. We seek to implement the proposals within its ecosystem
and context. The proposals are based on systems thinking to understand the interactions of the actors in the
system and contemplate the possible implications that they could have at the system level. (iv) an empirical
approach. Qualitative data is a crucial component for us. We dedicate much time observing, analyzing,
ideating, experimenting, validating, and iterating, so users' perspective is a critical element of our learning
experience. We learn through failure, and reflecting upon it is pivotal to fine-tune the improvements; and (v)
interdisciplinary approach. We promote a real conversation between law, design, and engineering students
(Figure 1).

Figure 1. Representation of the Design for Justice Lab.

This article's contribution is to show the process, results, and reflections of students' work partnering with
judicial stakeholders to foster human-centered solutions to real problems of access to justice in the last two
years of work of the DLJ. The idea of working with interdisciplinary teams is to propose challenge-based
learning, where students put into practice their knowledge to develop innovative solutions through new
products and services for access to justice. Furthermore, to reflect upon the obstacles, opportunities, and
advantages of attending virtually.

Course Methodology
The course is based on the methodologies of systems dynamics, design thinking, and legal design.
Understanding and delimiting a brief will be done through the design process's different phases. The course's
orientation is fundamentally practical and is organized around the idea that an effective way to develop design
skills and formulate ideas is to execute real projects and expose them to feedback from multiple observers.
This type of space involves strengthening group work skills, empathy, critical thinking, collaboration, and
ethics.
Being a ChallengeProject-Based Learning course, the primary means of learning is interdisciplinary teamwork
under the project scheme (construction, development, and management). This process is developed from
three (3) pillars and their respective key factors: (i) Teamwork, collaborative learning through research and
experimentation, self-evaluation, and evaluation of work and peer input. (ii) Work with organizations by
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exploring and developing a real challenge and working with actors in public sector contexts. (iii) Work with
tutors through accompaniment during the process and advise and evaluate the project's results.

Law and Design
Legal Design's term stems from applying human-centered design methodologies to the context of justice and
the complexity of legal systems (Santuber et al., 2019). The University of Stanford Legal Design Lab is a pioneer
in this field and has helped develop design methodologies within the law domain. In her book, Design by Law,
Margaret Hagan (2015) describes the adaptation of the design thinking process for lawyers and the
opportunities to expand this new discipline further.
More organizations and law firms have become interested in understanding, learning, and applying these
methodologies to generate new ways of approaching challenges from their areas of expertise. Events such as
the Innovation Justice Forum or the Legal Design Summit have served as events to bring together more
innovators in justice and law. Likewise, firms such as Baxel Consultores in Peru, Háptica in Colombia, and
Direito & Design in Brazil, are Latin American referents of Legal Design.

Design and Engineering
Design can be understood as the core of all professional training if we understand that everyone who devises
courses of action (or artifacts) to change existing situations into preferred ones is a designer (Simon, 1988).
Design methodologies approach complex situations requiring observation, analysis, and implementation
(Beckman & Barry, 2007; Kumar, 2009). These methodologies allow organizations to approach almost any
scenario to foster innovation. Design helps broaden the studied context spectrum, connecting with the people
involved in the processes, generating ideas that can create real impact.
Engineering aims to transform situations through the design of artifacts to solve problems; herein, engineering
design is a process of creation of design options that take into account the various properties and restrictions
that co-define the design problem and co-determine the objective of design (García-Díaz & Olaya, 2018; Kroes,
2012; Pitt, 2011). The DJL is built on this natural connection between engineering and design. Some proposed
readings on this topic are Simon (1988), Pitt (2011), Vincenti (1990), Petroski (1992), Goldman (1990).

Law and Engineering
For engineering, the justice system, like any other system, is nothing more than a social system developed by
agents to solve problems (Olaya, Guzmán & Gómez-Quintero, 2017). Thus, access to justice can be understood
as a social system of actors who have interests, make decisions, and interact to access justice in Colombia. The
interactions between the system actors (citizens, public and private entities, and other organizations) are
decisive for its performance, which means that access to justice depends mainly on the structure of the access
to the justice system. This approach to the justice system allows the structuring of processes and the
formulation of alternatives that allow for the system's success. As mentioned by Camilo Olaya in an interview
for the newspaper El Espectador:
"Engineering can offer strategies to make better use of resources or to achieve a better organization.
Nevertheless, it can also provide tools so that, in the long run, all entities understand that they are
part of a single system that has to be the best." (Medellín, 2016)

The Lab in Classroom Sessions
The DLJ presents students with a scenario to conceive and formulate solutions for justice administration based
on the analysis of challenges from Courts, judges, and other stakeholders responsible for judicial services in
Colombia. DLJ classroom is a space for learning and experimentation where students are expected to critically
integrate different tools to propose solutions to the brief and challenges.
The teams of students, composed of a pool of Design, Engineer, and Law Schools, have to apply observation
tools based on design methodologies and system thinking methodologies to understand their context. Most of
this work is done in the field, where students can interact face-to-face with their audiences, apply prototypes,
and validate their ideas.
The classroom sessions are spaces for team bonding. In these sessions, tutors also carried out creative
activities to provide a more critical approach to the challenges (Figure 2). Students and organizations share a
final encounter where students present their ideas and receive feedback.
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Figure 2. The marshmallow challenge (Wujec, 2010) was used as a bonding activity in the first session between the team
members to get to know each other.

The Virtual DJL
In 2020, due to the emergency of COVID-19, we had to migrate to virtual platforms. For this situation, the DJL
maintained its objective regarding the development of projects in conjunction with organizations but had to
transform itself to achieve it. This online migration presented the unique opportunity for the DJL to design,
develop and implement new teamwork tools on collaborative platforms such as Miro and develop
autonomous work guides. This transition has been a challenge to validate the interdisciplinary model
relevance and strengthen the work dynamics in the Lab.
The virtual sessions became spaces for reflection. In these sessions, tutors had to create short lectures and
guides to apply their knowledge to the challenges. In the end, students prepared a five minutes video that was
sent to the organizations before the final presentation. Moreover, during the final presentation, they spend
some time discussing future implementations and opportunities. These final sessions went beyond our
academic approach and caught the attention of the organizations.

Co-Creation of Challenges
We have worked with public organizations, congresswomen, law firms, and innovation labs during the last two
years. The dynamics proposed by the course for the project's development allow both students and partner
organizations to define work schemes within the course duration, even in the virtual scenario.
Together with each organization, tutors co-created a challenge suitable for the course. The challenges define
the problematic situation to be addressed, the context, the audience, and a possible deliverable. This
collaborative work was done through meetings with each organization, where we discussed the scope,
resources, and time availability of the organization to work with the students. The final version of the
challenge is a version approved by both the organization and the tutors.
At the beginning of the course, students receive information on the challenges available for the course. Then
teams are formed, taking into account student preferences towards the challenges and the rule that each
team must include at least one student from each discipline. Then, each group defines its project management
model. The teams are suggested to navigate the project through four phases structured as follows:

•
•
•

Contextualization of the problem: Each team must narrow down the organization's challenge
through research work based on primary and secondary sources.
Information analysis and counterproposal: Through articulating the information collected, the teams
propose insights and opportunities to narrow down the proposed challenge.
Ideation and prototyping: With the challenge narrowed down, teams begin a process of ideation and
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•

prototyping to validate and test their ideas (Figure 3). This process involves the participation of
relevant stakeholders within the context.
Definition and specification: After making several iterations, the teams should finalize and land their
projects. The projects are presented to the organizations and are subject to comments and feedback
from these organizations' members.

Figure 3. Students are working on a "What if" ideation dynamic.

Projects and Their Organizations
The DJL has been working since 2019 and has collaborated with organizations from the public and private
sector, academic context, and legislative working units. It has had 109 students from different disciplines and
has worked on more than 25 projects (Figure 4).
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Figure 4. Timeline of the projects, with the number of students, types of organizations, and class type.

For the first semester, students worked with the Colombian Constitutional Court to increase the tutela
system's infallibility and traceability. Even though the solutions presented were different, this dynamic allowed
the DJL to understand the need to diversify the types of challenges and organizations to expand the field of
action and cover more social systems where justice is central. Nevertheless, this first experiment allowed us to
identify the potential of this course. For the following semesters, including the virtual ones, we either
diversified with organizations or ask organizations to give us more than one challenge. The following semester,
students had the chance to work with Special Jurisdiction for Peace, the Interdisciplinary Center for
Development Studies, and Lexbase, together with the Court. With the inclusion of more organizations,
students could explore more contexts where access to justice is needed.
After the Lab's first year of experience, we decided to expand the boundaries and include the industrial
engineering department. With this addition to the team, the challenges' approaches had a double perspective,
one on people approach, promoted by design thinking. The other, on social systems, arose from the vision of
system dynamics. For this version, we also expanded the number of partners and focused on the challenges to
take better advantage of interdisciplinary work.
This semester was particular because we had to migrate to virtuality in the middle due to the emergency
defined by COVID-19. This situation made us rethink the course and the tools to take advantage of virtuality.
Learning from virtuality led us to propose activities focused on the asynchronous work of the teams. We
developed virtual tools in Miro to document the teams' processes for each of the phases. Similarly, for the
virtual sessions, we implemented activities that promoted information exchange among the groups. The final
presentations were made employing video scenarios that told the project's problem and the solution reached
by each group.
In table 1, we enlist all the projects developed in the Lab. In the following section, we will discuss some of the
projects carried out with the organizations, the context of each project, and some relevant outcomes.
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Table 1. List of all student projects from 2019 to 2021. The projects marked in bold are explained in more detail in the
following section.

Cohort

Type of
class

Team
composition

201910

Face-to
face

2 design students

Dialogic toolkit

201910

Face-to
face

2 design students
2 law students

Tu Tutela

201910

Face-to
face

2 design students
2 law students

Tutela for
everyone

201910

Face-to
face

2 design students
2 law students

Tutelapack

201910

Face-to
face

1 design student
2 law students

Tutelapp

201910

Face-to
face

2 design students
1 law student

Tuteverbalapp

201920

Face-to
face

2 design students
2 law students

Urban
planning
toolkit

Urban and
Regional
Planning Master
Program (ICDS)

201920

Face-to
face

4 design students

El derecho de
los jueces web
app

Lexbase

Project

201920

Face-to
face

2 design students
2 law students

Interactive
Substantialism

201920

Face-to
face

2 design students
2 law students

Tutorial for
Judicators

1 design student
3 law students
2 engineer
students
2 design students
2 law students
2 engineer
students

Herramienta
interactiva de
tutelas en
salud (HITS)

202010

202010

202010

202010

Blended

Blended

LexGenius

Blended

2 design students
3 law students
2 engineer
students

Rumbo para
emprender

Blended

1 design student
3 law students
2 engineer
students

System of
Analysis and
Support for
Peace (SASP)
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Partner
organization
Colombian
Constitutional
Court
Colombian
Constitutional
Court
Colombian
Constitutional
Court
Colombian
Constitutional
Court
Colombian
Constitutional
Court
Colombian
Constitutional
Court

Special
Jurisdiction for
Peace (SJP)
Rapporteur of
Colombia.
Colombian
Constitutional
Court

Stanford Medical
School
Interdisciplinary
Center for
Development
Studies
Congresswoman
Juanita
Goebertus
Legislative Work
Unit
Special
Jurisdiction for
Peace (SJP)
Information

Solution
Toolkit for generating a
horizontal dialogue in follow-up
hearings.
Canvas format for structuring
and writing a tutela.
Intervention to visualize the
actual number of tutelas.
Packaging for tutela files.
Mobile app to file and follow up
on tutelas.
Digital platform for filing
verbal tutelas.
Toolkit for urban and regional
planning issues to propose
participatory dynamics for
decision-making.
Integrated web app for
consulting and structuring
jurisdictional trees.
Interactive case law cover that
connects to the search engine
of the JEP Rapporteur's Office
website.
Video tutorial for the welcome
and training of judicals in the
courthouses.
Web app that allows the judge
to access all the jurisprudential,
medical, and social information
relevant to the case.
Database software to analyze
documentary and testimonial
sources for urban planning.
Mobile app that accompanies
ex-combatants in the
development of their
productive projects.
Platform that allows the
articulation of software and
facilitates direct and efficient
communication between the

Cohort

202010

202020

202020

202020

202020

202020

202020

Type of
class

Team
composition

Blended

2 design students
2 law students
4 engineer
students

Web Court

Colombian
Constitutional
Court

Virtual

1 design student
2 law students
1 engineer
student

Digital services
of the judicial
branch

Superior
Judiciary Council

Study of the Judicial Branch's
practice for social media.

Virtual

1 design student
1 law student
1 engineer
student

Cortexpress

Colombian
Constitutional
Court

Development of an Instagram
profile with informal language,
innovative content that will
achieve increased Court
interaction.

Virtual

1 design student
2 law students
1 engineer
student

Juristool

Supreme Court

Toolkit to alleviate bottlenecks
at the Supreme Court of Justice.

Virtual

1 design student
2 law students
1 engineer
student

Counterclock

Family Welfare
Institute (FWI)

Virtual tool that contains
different sections such as offers
available for teenagers who
wish to be part of the
community.

Virtual

1 design student
1 law student
1 engineer
student

EVEG

Special
Jurisdiction for
Peace (SJP)
Information
Analysis Group

Restructure of IAG's current
appraisal surveys to verify the
quality of the report delivered.

Virtual

1 design student
2 law students
1 engineer
student

EduNET

Congresswoman
Juanita
Goebertus
Legislative Work
Unit

Social network that connects
educational institutions
throughout Colombia to achieve
massive collaboration in the
educational sphere of PDET
municipalities.

Vevi, virtual
advisor

Colombian
Constitutional
Court

Virtual advisor to guide citizens
in the filing of a tutela.

PretorIA Plus+

Colombian
Constitutional
Court

Communication strategy for
PretorIA.

Tutela en tus
manos

Colombian
Constitutional
Court

Digital tools to facilitate the
tutela selection process.

La Corte Dice

Colombian
Constitutional
Court

Podcast channel to expand the
coverage of the Constitutional
Court's decisions in a clear and
didactic way.

202110

Virtual

202110

Virtual

202110

Virtual

202110

Virtual

2 design students
2 law students
1 engineer
student
2 design students
1 law student
1 engineer
student
2 design students
1 law student
1 engineer
student
3 design students
1 law student
1 engineer
student

Partner
organization
Analysis Group

Project
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Solution
IAG and the SRVR.
Redesign of the Court's current
web platform to incorporate
the processes related to tutela
review.

Description of the Projects Developed by Students
TU TUTELA: A simple tool to claim and protect fundamental rights. A project developed by Alejandra TorresGalindo (design student), Francisco Orjuela Pardo (design student), Natan Bernal Quiroz (law student), and
David Célis Rodríguez (law student).
TU TUTELA is a canvas-type format for filing a tutela. The challenge aimed to solve citizens' autonomy
to file a tutela and reduce the size of a tutela file. The team conducted user tests to present them with
different iterations of their proposal. For each iteration, they had people fill out the form (Figure 5).
Then, they ask judges to review the form to understand whether or not the information provided was
sufficient. The prototypes focused on selecting information, format, and form—selecting information
to develop a guide for drafting a tutela. The results showed different ways to use the canvas by
different actors. The first ones are the citizens, who in many cases did not know how to file a tutela or
how to claim their rights, but once they tested this canvas, they affirmed that it allowed them to do it
by themselves and in a proper way. The judges were the other group, one of them stated that the
format allowed her to understand the case thoroughly and make better decisions.

Figure 5. One of the prototypes explores the idea of creating fields for users to fill in the tutela information.

Tutelapp. A project developed by Sebastián Calderón Pedraza (law student), Lorena Arias Penagos (law
student), and Gustavo Vega Castañeda (design student)
Tutelapp is an app that seeks to provide citizens with legal tools that facilitate tutelas' filing through a digital
file. The challenge aimed to solve the digitizing of tutelas, close the information asymmetry gaps, and
contribute to the judicial branch's digital transformation process. The team made paper prototypes to
structure the app architecture and validate the interaction with users. Once the fields were defined, they
made mockups that allowed them to explore in-depth the app functionalities and also the opportunities
offered by the creation of digital tutela (Figure 6). The prototypes focused on three aspects: Language, form,
and navigation. Language aimed to explore different ways of simplifying the use of legal language. Form
questioned the aesthetics of the app and the visual language to make it appealing and straightforward.
Navigation inquired whether the different options of the application were coherent for the user. The results
showed that the digital file is simple and easy to read, which will speed up the traceability process when the
document reaches the hands of judges and magistrates. In this way, it is possible to reduce paper waste and
environmental damage at the same time.
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Figure 6. User test of the mobile app mockup.

Lexbase web app. A project developed by Alejandra Gómez Pinto, Santiago Monroy Valencia, Sebastián
Piñeros Vargas, and Juan Sebastian Umbralia Aranguren (all design students).
El Derecho de Los Jueces is an independent web app based on methodology created by Professor Diego López
Medina in his book of the same name. It was integrated into LexBase subscription-based online legal research
and consultation tool. The challenge aimed to solve how to improve the experience using El Derecho de Los
Jueces through UX and UI. The team conducted a study to understand the methodology of El Derecho de Los
Jueces and translated it into a flow map that allowed them to articulate the website structure. During the
process, they conducted interviews and group sessions with lawyers and law students to understand how they
used the methodology proposed by Professor López Medina. The prototypes allowed them to understand this
service as a new social network for lawyers. Users would have their profile in this network, create their
timelines, and follow other users to learn from their judicial timelines (Figure 7). The results created a much
better experience for students and lawyers interacting with the data based on LexBase. The team created a
navigation and user interface that allowed law students to interact with the latest decisions of tutelas.

Figure 7. Screenshot of the web app that shows the visualization of the jurisprudential tree.
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Interactive Substantialism for the Special Jurisdiction for Peace (SJP) Rapporteur of Colombia. A project
developed by Dario Agatón Díaz (law student), Laura Vanessa Vanegas Herrera (law student), Hannah Mora
Valenzuela (design student), and Erika Nishida Quijano (design student).
For the SJP Rapporteurs, the team proposed an interactive jurisprudence cover that connects to the SJP's
website's search engine, facilitating understanding of the information published therein. The challenge aimed
to solve how to develop a user experience focused on multiple actors using the new information search
platform created and developed by the SJP rapporteurs' team. The team conducted interviews with the SJP
Rapporteur's Office to learn about the publication process. Also, the team conducted interviews and video
feedback with different users to understand their perception of the SJP Rapporteur's website and created
paper prototypes of the cover to allow users to interact with them (Figure 8). The prototypes allowed them to
explore different compositions for the information. The team allows users to reorganize information based on
their interests. The results were a jurisprudence interactive cover that allows users to organize and hierarchize
the information's order (layers of information). It also allows users to access only the information field of their
interest. The interface proposes a new color palette and icons in each section to improve the user experience.

Figure 8. Paper prototype of the new jurisprudential file for the SJP Rapporteur.

Congresswoman Juanita Goebertus Legislative Work Unit. RUMBO para emprender. A project developed by
Diego Silva Silva (law student), Jessica Sarai Gómez Blanco (law student), Juan Pablo Carbonell Muñoz (law
student), Lina Pradilla Pinto (design student), Yaqueline Poloche Arango (design student), Daniel Franco
Laverde (engineer student), and Emilia Isaza Escobar (engineer student).
RUMBO is a mobile application that offers former members of the FARC guerrilla group a platform for
developing their productive and economic projects, a pivotal part of their demobilization process. It provides
remote access to helpful information in constructing these projects, from the moment they are conceived to
their development and searching for alternatives that make them viable and sustainable. The challenge aimed
to improve the lack of legal and economic tools to materialize productive projects belonging to ex-combatants
hinders reincorporation into civilian life. The team made a study on the necessary aspects to participate in
these grants to develop productive projects. They also contacted some ex-combatants who are success stories
to determine their experience and improve it. The prototypes allowed them to understand the needs of excombatants that want to start their own business in terms of information accessibility and shared experiences.
The results created a virtual space for accompaniment and learning that, through a path, provides the
opportunity to create connections with investors, clients, and other contacts of interest (Figure 9). The
application was designed with dual functionality in mind as an encyclopedia of entrepreneurship and social
networks.
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Figure 9. Screenshot of the video that explains RUMBO mobile app (see https://youtu.be/3_VFPkpbb-E).

Information Analysis Group of the SJP. System of Analysis and Support for Peace (SASP). A project developed
by Juan Felipe Giraldo González (law student), María Fernanda Fernández Villamizar (law student), Nicolls
Feghali Vargas (law and engineer student), Keneth Montoya Bernal (design student), Melissa Luque Medina
(engineer student), and Nicolás Novoa Arciniegas (engineer student).
The System of Analysis and Support for Peace (SASP) is a platform that allows the articulation of software and
facilitates direct and efficient communication between the IAG and the Chamber for the Acknowledgment of
Truth, Responsibility, and Determination of Facts and Conduct (SRVR in Spanish). The challenge aimed to solve
the reception, analysis, and systematization of reports on conflict-related events submitted by state bodies,
social organizations, and victims. The team worked with the IAG to review and understand all types of reports
that they receive. Additionally, they made a study of the software used to classify this information. Currently,
the SJP has CONTI, a judicial decision management software; Yachay, a document management software; and
NVIVO, a qualitative data analysis software. However, the use of multiple platforms makes it difficult to
manage information and communication within the organization. The prototypes allowed them to create a
workflow of the information needed to scatter information in the reports and understand the different
elements to include in a platform to make a unified analysis. The results defined five main products: (i) a work
area that displays the reports of provisional universes of facts associated with each macro case and allows the
inclusion of corrections, comments, and edits regarding the same (Figure 10); (ii) a work area that allows the
display of connections between the data found in the reports related to each report; (iii) an area that allows
the visualization, editing, and correction of hypotheses generated from the provisional universes by the IAG;
(iv) The platform shows the progress and information associated with the different cases carried out by the
SRVR; (v) the platform has a database that, based on a search engine, crosses all the information from the JEP
and state organizations with which it has an agreement.
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Figure 10. Screenshot of the video that shows the different sections of SASP (see https://youtu.be/X873FxLdOOY).

Family Welfare Institute (FWI). Counterclock. A project developed by Laura Urueña Camacho (law students),
Valentina Marquez Wilches (design student), Juan Pablo Quiñones Segura (law student), and Santiago Marta
Ortiz (engineer student).
Counterclock is a virtual tool consisting of a web platform and a Facebook page. Counterclock contains
different sections as offered for adolescents who wish to be part of the community. The different sections are:
tell your story, work, entrepreneurship, study, and sports. The challenge aimed to help solve adolescents who
enter the Criminal Responsibility System for Adolescents (CRSA). This situation causes adolescents to ignore
the FWI's intention of accompanying them to fulfill the sanction and help them in their process, which the
adolescents perceive as a threat. It means that some of the adolescents who graduate from the programs do
not achieve the objectives set by the Sub Directorate of CRSA. The team worked with the FWI team, where
they conducted interviews and group sessions with adolescents who are part of this program. The prototypes
allow them to identify different touchpoints and features of this virtual tool. The results defined that a web
platform is an effective channel for creating community ties by promoting events and talks, among other
alternatives that allow knowing the situation of adolescents after leaving the CRSA (Figure 11). While the
Facebook page showed an excellent point of contact outside the FWI for adolescents to make comments,
share and easily connect with the project.
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Figure 11. Screenshot of the video that shows the Counterclock web network (see https://youtu.be/XAwqGvdpCOw).

Colombian Constitutional Court. #Cortexpress. A project developed by Laura Carrillo Prieto (design student),
Camila Rodríguez Acosta (law student), and Jorge Ávila González (engineer student).
Cortexpress is an Instagram profile with an informal language, and novel content will increase the Court's
interaction with users (Figure 12). Within the account, users will find a legal dictionary. A word or legal term
will periodically be uploaded with its respective explanation in simple terms, thus facilitating their
understanding. The challenge aimed to improve how the Constitutional Court communicates its progress and
decisions to citizens adequately. The team used the Instagram account to prototype and validated different
ways of approaching citizens through Stories, Challenges, Reels, and Publications. Instagram allowed them to
measure the level of response and engagement to each of the publications made. The prototypes allow them
to define the kind of tone, aesthetics, and content of the publications. The results showed that humorous
videos help explain different topics of interest regarding the Court. Instagram stories allow direct interaction
with citizens through trivia to involve citizens in the learning process. Open questions allow us to know their
leading questions and suggestions to create content of interest and receive constant feedback from citizens.

Figure 12. Screenshot of the video that shows what is #Cortexpress (see https://youtu.be/9eLczuEJOfY). Instagram account:
https://www.instagram.com/cortexpressoficial/

Colombian Constitutional Court. La Corte Dice Podcast. A project developed by Gabriela Rodríguez Bermudez
(design student), Valentina Usuga Gil (design student), Natalia Ortega Hortua (design and engineer student),
María Victoria Rodríguez Ramírez (law student), and Miguel Ángel Castillo Córdoba (engineer student).
La Corte Dice is a proposed Podcast series that seeks to explain the landmark and ground-breaking rulings of
the Constitutional Court in simple language. The podcast distribution strategy will be through Instagram and
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Spotify (Figure 13). Instagram will allow it to have a greater reach in the population, show content and chapter
topics. Furthermore, Spotify will allow users to listen to it. The challenge aimed to solve how the Court
communicates its decisions to citizenship. The Court is exploring channels to communicate its progress in the
implementation of the digital transformation plan. This exploration has led them to use platforms such as
Instagram or Twitter to massify their communication capacity. The team mapped the judicial system in
Colombia to understand the way the Court communicates and the media it uses. In addition, the team
researched how citizens use the media, channels, and social networks to stay informed. After some ideation
sessions, students built some pilots to test the format and content of the messages. The prototype allowed
them to define how the Court's communication function should be in the future. It should emphasize people's
relationships and well-being to humanize justice. The results show opportunities for the Court to reach more
people.

Figure 13. Mockup of La Corte Dice Instagram account and Spotify playlist (see https://youtu.be/L4JFLmb6_AE). To listen to
the podcast prototype episode 1 in Spanish (see https://youtu.be/tU_lSdYvs4M).

Discussion and Reflection
The Design for Justice Lab is committed to improving access to justice in Colombia through solutions that focus
on user experience and consider the social system they implement. The objective of the DJL is to leverage
access to justice with small interventions that have significant effects. This objective is achieved through
challenge-based learning methodologies in which design, law, and engineering students work together to
produce solutions to the challenges posed by partner organizations in the Colombian justice sector.
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Some reflections on the methodological pillars of the DJL are presented below:
• Real problems approach: the development of solutions requires a close and fluid relationship with the
allies who propose the challenge. This interaction with real "customers" exposes students to
experiences that prepare them for the work environment. Also, the fact that the challenges are real
requires a high level of commitment from students to solve the challenge. However, this relationship
with partners requires continuous communication and coordination to align expectations and validate
results.
• User-centered design approach: all solutions are user-centered, which implies that students approach
the users of justice and fully understand their needs and perspectives in the face of the challenge they
face. This approach is not always straightforward as it requires students to leave the academic
environment to connect with the system's actors. The course configuration between face-to-face and
virtual seems to determine the type of prototypes that students produce. There were more
possibilities of physical prototypes (manuals, games, tools, templates, among others). In contrast, all
the proposals were digital (applications, web pages, search engines). This probably responds that the
justice services have moved to the virtual world during the pandemic. Consequently, the students'
proposals aim to improve access to justice with purely digital proposals.
• System thinking approach: social context imposes its constraints on viable solutions (Kroes, 2012).
Part of the challenge students has is to understand how the system produces the problem they are
addressing. These challenges require fieldwork to recognize the actors that are part of the system and
how they interact. Taking these elements into account leads to the solutions being immersed in the
context in which the problems occur.
• Empirical approach: "engineering design is guided by the demands of practical rationality which deals
with issues relating to the course of action to take in order to achieve given ends" (Kroes, 2012)). The
development of solutions is based on trial and error processes (Pitt, 2011). Students iterate on
prototypes that were validated with the teaching team and their partners. Sometimes students
struggle with the "errors" because they consider that they have failed; however, the iteration process
leads them to build on the errors and produce better solutions. The empirical approach also requires
information gathering and validation processes that involve contact with people outside the academic
environment. Students carry out ethnographies, interviews, and surveys to collect information and
joint and participatory testing and validation workshops to ensure that the proposed solution solves
the problem effectively.
• Interdisciplinary approach: the DJL seeks to articulate aspects of design, law, and engineering. This
approach raises particular challenges in terms of working, language, and methodologies used in the
three disciplines and requires students to look for ways to articulate the three types of knowledge.
Sometimes students take on the role of teachers in front of their teammates to make sure they are all
on the same page.
The DJL has also had challenges concerning its virtual setup. The essence of the course is the application of
design and systemic research methodologies that require primary sources of information that allow evidence
of the interaction of users in the context of the problem. Video calls and virtual work partially help gather
information; however, if students are not critical enough, they can fall into a familiar place that does not
necessarily produce a successful project. Students have found a space for reflection on their practice in this
setup, rather than an academic space to complete their curriculum. These are elements that can determine
the future design of the DJL.
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